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□ Introduction 

Your RadioShack Playstation 2 Programmable Game Controller 
is a 16-button gamepad you can use with the Sony Playstation® 
2 game console. You can program the controller's 10 analog 
fire buttons and the direction pad (for a total of 14 programma- 
ble buttons) to meet your gaming needs, and you can program 
special combination moves into a single button. The controller 
is ergonomically designed to fit your hand and meets the de- 
mands of the most challenging Playstation 2 games available 
on the market today. 

Your controller’s advanced features include: 

Pressure-Sensitive Analog Technology — the controller 
“senses” the amount of pressure you exert on its buttons, then 
transmits that information to your Playstation 2. 

Dual Shock Vibration — the controller vibrates at two different 
frequencies simultaneously, letting you feel the action as you 
play. 

Two Thumb-Controlled Analog Sticks — provide better con- 
trol and comfort. 

Digital or Analog Mode — let you play games that use either 
control mode. 

Auto Fire — let you fire a continuous blast from buttons you se- 
lect. 


Introduction 


3 



THE FCC WANTS YOU TO KNOW 

This equipment has been tested and found to comply with the 
limits for a Class B digital device, pursuant to Part 15 of the 
FCC Rules. These limits are designed to provide reasonable 
protection against harmful interference in a residential installa- 
tion. This equipment generates, uses and can radiate radio fre- 
quency energy and, if not installed and used in accordance with 
the instructions, may cause harmful interference to radio com- 
munications. 

However, there is no guarantee that interference will not occur 
in a particular installation. If this equipment does cause harmful 
interference to radio or television reception, which can be deter- 
mined by turning the equipment off and on, the user is encour- 
aged to try to correct the interference by one or more of the 
following measures: 

• Reorient or relocate the receiving antenna. 

• Increase the separation between the equipment and 
receiver. 

• Consult your local RadioShack store or an experienced 
radio/TV technician for help. 

If you cannot eliminate the interference, the FCC requires that 
you stop using your controller. 

Changes or modifications not expressly approved by Ra- 
dioShack may cause interference and void the user’s authority 
to operate the equipment. 
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□ A Quick Look at Your 
Controller 


AUTOFIRE — press to 
set all fire buttons (ex- 
cept the direction pad) so 
they fire automatically 
when pressed. Press 
again to turn off auto fire. 


SELECT — 

press to select 
items or options. 


PROGRAM — hold down to program the con- 
troller. The PROGRAM indicator flashes when 
you press PROGRAM and turns off when you 
press PROGRAM again. 



Direction Pad — this analog control 
lets you move up, down, left, and 
right and at angles in different direc- 
tions (shown as T, i, and -> re- 
spectively). For other games, you 
can select different tangents from 
up, down, left, and right (for exam- 
ple, ^ and ^i). 


MODE Button and 
Indicator — press 
to switch between 
digital and analog 
mode. 


START — press 
to start or pause a 
game, or to enter 
a “space" when 
you program a 
sequence of fire 
buttons. 
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Analog Control Sticks/Integral Buttons — 

Each control stick contains two axes (X and Y) 
and an integral button (L3 and R3). Use the in- 
tegral buttons by pressing down on the analog 
control sticks. 



o, A, x, and □ — You can program each of these analog fire 
buttons to any available function. 

El and E2 — These extra analog fire buttons default as LI and 
R1 respectively. You can program them with the functions of 
any other analog fire button. 

Li, L2, Ri and R2 — These analog fire buttons are programma- 
ble. 
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□ Programming the 
Controller 

You can customize the controller to your personal preferences 
by programming its buttons. You can set the controller’s mode, 
program moves into the controller’s buttons, repeat button 
presses, program button force, program the controller with a se- 
ries of button presses, and set options including hold down 
time, space, and hold time. You can program each of the con- 
troller’s buttons (including T, i, and — > on the direction pad) 

except for START, SELECT, AUTOFIRE, L3, R3, MODE and PRO- 
GRAM. 

Notes: 

• Depending on the controller’s mode (see “Setting the 
Mode”), each button’s programmability and available func- 
tions might be different. 

• You cannot use the controller to play games while it is set 
to its program mode. 

SETTING THE MODE 

You can set the controller to either of the following modes: 

Digital Mode — simulates the traditional digital game pad con- 
figuration. When the controller is set to this mode, MODE does 
not light. Digital control provides better performance for action 
and fighting games. To set the controller to digital mode, repeat- 
edly press MODE until its indicator turns off. 
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In this mode, there are 14 keys (including the direction pad and 
fire buttons) you can use. A series of fire buttons can be pro- 
grammed into each button. The left and right analog control 
sticks simulate the direction pad control. The functions of El 
and E2 default to Li and Ri respectively. 

Note: L3 and R3 do not work in digital mode. 

Analog Mode — simulates Playstation 2 configuration. When 
the controller is set to this mode, MODE lights green. Analog 
control provides better response for driving and flight simulation 
games. To set the controller to analog mode, repeatedly press 
MODE until its indicator lights green. 

In this mode, there are 16 fire buttons you can use. The integral 
buttons in the analog control sticks are L3 and R3 respectively. 
These two buttons cannot be programmed. The functions of El 
and E2 default to Li and Ri respectively. 

Notes: 

• The controller might automatically switch to either mode, 
depending on the game you are playing. 

• You can program the controller’s button force in analog joy- 
stick mode (see “Programming Button Force” on Page 12). 

PROGRAMMING MOVES INTO A BUTTON 

In most games, you perform a step or action by pressing a but- 
ton or a series of buttons. Your controller lets you program the 
function of one or more of the fire buttons into one or more but- 
tons you select. You can store up to 14 button presses into a 
single button. This lets you store multiple moves into that but- 
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ton, letting you automatically make complicated moves by sim- 
ply pressing the button during a game. 

Notes: 

• Although you can store combination moves in the control- 
ler, the game you are playing must allow combination 
moves for you to use them. 

• Since some complicated moves depend on hold down time 
(the amount of time a button remains active after you press 
it), space (idle time between steps), and hold time (the 
amount of time a button is held down) to work properly, you 
might not be able to use these steps to program some 
types of move series into the controller. See “Advanced 
Programming” on Page 14 for more information about pro- 
gramming space and hold information into a series of 
moves. 

• You can program a single button with the functions of up to 
14 fire buttons, and program more than one button with the 
functions of up to 15 fire buttons. If you program more than 
one button, you can program the functions of additional fire 
buttons into one of the buttons. This means that if you pro- 
gram two buttons, one of the buttons can have up to 1 0 fire 
buttons, while the other can have no more than 5 fire but- 
tons. 

Follow these steps to program moves into a button. 

1. Hold down PROGRAM until the controller beeps twice and 
the PROGRAM indicator flashes. 

2. Hold down the button you want to program until the control- 
ler beeps and the PROGRAM indicator lights steadily. 
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3. Hold down the fire button whose function you want to pro- 
gram until you hear a beep, the PROGRAM indicator 
blinks, and the controller clicks. The function of each fire 
button you press is saved to the button you pressed in Step 
2 . 

When the button you pressed in Step 2 is full, the controller 
beeps three times and will not accept any more keypresses 
or the function of the last fire button you pressed. 

4. Repeat Step 3 for each fire button you want to program into 
the button you pressed in Step 2. 

5. Hold down PROGRAM until the controller beeps twice. The 
PROGRAM indicator turns off. 

6. Repeat Steps 1-4 to program another button. 

Notes: 

• Since START also functions as a space in some program- 
ming options, you cannot use it as the first button in a 
series or program its function into another button by itself. 

• Pressing SELECT has no effect while you program the con- 
troller. 

• If you press more than one button while programming the 
controller and the controller beeps once, it accepted all the 
buttons you pressed. 

• If the controller beeps, you must release any fire button you 
pressed before pressing more fire buttons. 
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REPEATING BUTTON PRESSES 

Your controller lets you repeat a button press as many times as 
you want. By pressing START and another button together, you 
can specify how many times you want to repeat a button press. 
This makes it easier to enter a large number of button presses 
and uses less of the controller’s memory to store button press- 
es. 

This table shows the buttons you must press to repeat an action: 


Buttons You Press Together 

Number of Repetitions 

START and □ 

1 

START and X 

2 

START and O 

4 

START and A 

8 


You can also combine the number of times you press START 
and another button to repeat an action more than 8 times. For 
example, if you press START and A at the same time then 
press START and o at the same time, the controller repeats the 
action 12 times. 

In this example, you are programming Li with 5 presses of the 
X button. 

1. Hold down PROGRAM until the controller beeps twice and 
the PROGRAM indicator flashes. 

2. Hold down LI until the controller beeps and the PROGRAM 
indicator lights steadily. 
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3. Hold down X until you hear a beep, then release it. The 
PROGRAM indicator blinks and the controller clicks. The 
function of X, as if you had pressed it once, is saved to Li. 

4. Repeat Step 3 four times to manually save the function of 
X to Li a total of 5 times. 

Or, hold down START and o together to repeat the action 
four times. 

5. Hold down PROGRAM until the controller beeps twice. The 
PROGRAM indicator turns off. 

6. Repeat Steps 1-4 to program another button. 

PROGRAMMING BUTTON FORCE 

In some games, the amount of force you exert on the control- 
ler’s buttons affects game play. Your controller transmits infor- 
mation to the Playstation 2 console about the amount of force 
you use to press a button during play. 

Notes: 

• To use this option, the game you are playing must allow 
you to use button force as a variable, and you must set the 
controller to its analog mode. 

• The button force for all buttons is preset to NONE, and 
resets to NONE when you reset the controller. 

• You cannot transfer a button force setting to another but- 
ton. 
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Your controller's button force option lets you set how the con- 
troller will react to the amount of force you use to press a button 
during game play. You can choose whether you want the con- 
troller to transmit no button force information (NONE), a medi- 
um level (MEDIUM), or a high level (HIGH). The controller 
reacts to this setting in these ways: 

NONE — If you set the controller to transmit no button force in- 
formation, it transmits the actual force you used to press the 
button. This means that the game will react to the actual 
amount of force you used to press the button (from no force to a 
maximum level of force). 

MEDIUM — If you set the controller to transmit a medium level 
of button force information, it transmits the amount of force 
starting at half the maximum level of force, regardless of how 
lightly you pressed the button. As you increase the force you 
use to press the button, the controller transmits the actual 
amount of force you used to press the button. 

HIGH — If you set the controller to transmit a maximum level of 
button force information, it transmits the maximum amount of 
force regardless of how lightly you pressed the button. 

Follow these steps to program button force. 

1. If necessary, repeatedly press MODE until MODE lights 
green, then hold down PROGRAM until the controller beeps 
twice and the PROGRAM indicator flashes. MODE turns 
off. 

2. Hold down the button you want to program until the PRO- 
GRAM indicator lights steadily and the controller beeps. 
The MODE indicator changes to one of the following. 
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MODE Indicator 

Force Setting 

Off 

NONE 

Blinking green 

MEDIUM 

Blinking red 

HIGH 


3. Repeatedly press MODE to select the desired force setting 
(shown in the preceding table). The controller beeps each 
time you press MODE. Then hold down PROGRAM until the 
controller beeps twice. The PROGRAM indicator turns oft. 

4. Repeat Steps 1-3 to program another button. 

ADVANCED PROGRAMMING 

“Programming Moves Into a Button” on Page 8 contains steps 
that help you program the controller's buttons with a series of 
button presses. However, the amount of time you wait before or 
after pressing a button and the amount of time you hold down a 
button can be important while playing a game. Your controller’s 
advanced programming option lets you add timing information 
to the button presses you program. 

Why is Timing Important? 

In addition to skill and quickness, the moves you make during 
some games depend on the following factors: 

• Hold down time (the length of time a button is active) 

• Space (the length of time between when you release one 
button and press another button) 

• Hold time (the length of time you press a button) 
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For example, you might have to take the following sequence of 
actions to stay alive in an adventure game. 

1 . Jump over a box by pressing a jump button , staying in the 
air for 3 seconds. To set the amount of time you want a but- 
ton to remain active after you press it, see “Programming 
Hold Down Time” on Page 15. 

2. Wait 1 second for a rotating sawblade to appear in your 
path. To set the length of time that will elapse between 
when you release one button and press another button, 
see “Programming Space” on Page 17. 

3. Duck under the sawblade by holding down a duck button 
for 2 seconds. To set the length of time you press a button, 
see “Programming Hold Time” on Page 18. 

Programming Hold Down Time 

Hold down time lets you set the amount of time you want a but- 
ton to remain active after you press it. 

In this example, you are programming the following buttons into 
L2: 


• Press T on the direction pad for 'A* of a second. 

• Hold down START and o at the same time. 

• Press «- on the direction pad for V 4 of a second. 

• Hold down START and o at the same time. 

• Press 1 ^ on the direction pad for V 4 of a second. 
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• Hold down START and o at the same time. 

• Press i on the direction pad for V 4 of a second. 

• Hold down START and o at the same time. 

1. Hold down PROGRAM until the controller beeps twice and 
the PROGRAM indicator flashes. 

2. Hold down L2 until the PROGRAM indicator lights steadily 
and the controller beeps. 

3. Hold down T until the controller beeps. This assigns a hold 
down time of about Vi6 of a second to the button. 

4. Repeat Step 3 three times. 

Notes: 

• Each time you repeat Step 3, you add Vi6 second to the 
hold down time. So, for example, repeating Step 3 three 
times assigns a hold down time of about V 4 of a second 
to t. 

• If you must repeat Step 3 many times, follow the steps in 
“Repeating Button Presses” on Page 11 . 

5. Hold down <— until the controller beeps. 

6. Hold down <— and i at the same time until the controller 
beeps. 

7. Hold down i until the controller beeps. 

8. Hold down START and o at the same time until the control- 
ler beeps. 
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9. Hold down PROGRAM until the controller beeps twice and 
the PROGRAM indicator turns off. 

Programming Space 

The controller normally starts the next programmed step imme- 
diately after the previously programmed step ends. However, 
for some games, a length of time must elapse between two con- 
secutive steps for some special moves to be implemented suc- 
cessfully. This time, called space , is the length of time between 
when you release one button and press another button. 

Notes: 

• Some game software might require you to set the hold 
down time and space together. 

• If you previously programmed one of the controller’s but- 
tons, you might have to clear that programming to program 
space into a button. See “Resetting the Controller” on 
Page 19 for more information about clearing programming 
from a button or the entire controller. 

In this example, you are programming START into R2 to be one 
idle period ( 3 A of a second). 

1. Hold down PROGRAM until the controller beeps twice and 
the PROGRAM indicator flashes. 

2. Hold down R2 until the PROGRAM indicator lights steadily 
and the controller beeps. 

3. Hold down i, and X at the same time until the controller 
beeps. 
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4. Hold down START until the controller beeps. 

5. Hold down X until the controller beeps. 

6. Hold down START until the controller beeps. 

7. Hold down X until the controller beeps. 

8. Hold down START until the controller beeps. 

9. Repeat Step 8 three times. 

Notes: 

• To assign more or less space to START, simply repeat 
Step 8 fewer or more times. 

• If you must repeat Step 8 many times, follow the steps in 
“Repeating Button Presses” on Page 11 . 

• You cannot program START to be the first step or the 
only fire button. 

10. Hold down A until the controller beeps. 

11. Hold down PROGRAM until the controller beeps twice and 
the PROGRAM indicator turns off. 

Programming Hold Time 

In some games, you might have to adjust the amount of time 
that a button remains active after you press it. Hold down time 
lets you set the amount of time you want a button to remain ac- 
tive after you press it. 
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Note: If you previously programmed one of the controller’s but- 
tons, you might have to clear that programming to program 
space into a button. See “Resetting the Controller” on Page 19 
for more information about clearing programming from a button 
or the entire controller. 

In this example, you are programming Li with the following se- 
quence: 

• Hold down Ri for 3 A of a second 

• While holding down Ri, press ii on the direction pad and o 
at the same time. 

1. Hold down PROGRAM until the controller beeps twice and 
the PROGRAM indicator flashes. 

2. Hold down Li until the PROGRAM indicator lights steadily 
and the controller beeps. 

3. Hold down ri and until the controller beeps. 

4. Hold down Ri and o at the same time until the controller 
beeps. 

5. Hold down PROGRAM until the controller beeps twice and 
the PROGRAM indicator turns off. 

RESETTING THE CONTROLLER 

Follow these steps to reset an individual button on the control- 
ler. 

1. Hold down PROGRAM until the controller beeps twice and 
the PROGRAM indicator flashes. 
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2. Press the button you want to reset twice. The controller 
beeps and the PROGRAM indicator flashes each time you 
press the button. 

3. Hold down R2 until the controller beeps. 

4. Hold down PROGRAM until the controller beeps twice and 
the PROGRAM indicator turns off. 

Note: Resetting all of the controller’s buttons erases all previ- 
ously programmed information. 

Follow these steps to reset all of the controller’s buttons. 

1 . Turn off the Playstation 2 console. 

2. While holding down L2, Rl, and o at the same time on the 
controller, turn on the Playstation 2 console. 

3. When the controller beeps three times, release L2, Rl, and 

o. 


□ Operation 

Important: Do not connect or disconnect the controller from the 
Playstation 2 console while it is turned on unless you are swap- 
ping the controller’s analog control stick functions (see "Swap- 
ping Analog Control Stick Functions” on Page 22). 

To operate the controller, plug it into either one of the Playsta- 
tion 2 console’s front connectors. Then set MODE, PROGRAM, 
and AUTOFIRE to the desired function (see “Troubleshooting” 
on Page 23, “Programming the Controller” on Page 7, and “Us- 
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ing Auto Fire” on Page 21). Then insert the desired game into 
your Playstation 2 and play it as usual. 

Note: Your controller features dual vibration technology with 
two motors. Vibration works only if your game supports it. The 
vibration may be strong or slight while playing a Dual Shock™- 
compatible game. 

USING AUTO FIRE 

Your controller’s auto fire feature lets you designate one or 
more of the controller’s buttons as auto fire buttons, letting you 
fire a continuous blast by pressing those buttons. You can turn 
auto fire on or off during a game. 

Notes: 

• Auto fire works only if your game supports it. 

• The auto fire setting for all buttons is erased when you 
reset the controller. 

1. To select the button you want to program as an auto fire 
button, hold down AUTOFIRE then press the button you 
selected. The AUTOFIRE indicator lights. 

2. Repeat Step 1 for each button you want to program as an 
auto fire button. 

3. To confirm if a button is an auto fire button, press it. The 
AUTOFIRE indicator flashes if the button is an auto fire but- 
ton. 

4. Repeat Steps 1 and 2 to remove auto fire from a button. 
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SWAPPING ANALOG CONTROL STICK 
FUNCTIONS 

Your controller lets you swap the functions of its analog control 
sticks. For example, this is useful if a game you are playing as- 
signs commonly-used features to an analog control stick on a 
side where you are slower, and you want to swap those fea- 
tures to the other side. 

Use either of the following methods to swap the functions of the 
controller’s analog control sticks and their integral buttons so 
one stick controls the functions of the other. 

If your Playstation 2 console is turned on and the controller is 
not connected to it: 

1. While holding down SELECT and START at the same time 
on the controller, plug the controller into the Playstation 2 
console. 

2. When you hear a beep, release SELECT and START at the 
same time. 

If your Playstation 2 console is not turned on and the controller 
is connected to it: 

1. While holding down SELECT and START at the same time 
on the controller, follow the instructions in the Playstation 2 
Owner's Manual to turn on the Playstation 2 console. 

2. When you hear a beep, release SELECT and START at the 
same time. 
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Note: If you turn the Playstation 2 console off or unplug the con- 
troller, this setting is erased. 


□ Troubleshooting 

If your controller stops working or cannot be reprogrammed 
properly, make sure it is plugged securely into your Playstation 
2 console. Also, make sure the controller is not set to its pro- 
gram mode. You cannot use the controller to play games while 
it is set to its program mode. Finish programming the controller 
to resume game play. If the controller still does not work proper- 
ly, reset it (see “Resetting the Controller” on Page 19). 

CARE 

Keep the controller dry; if it gets wet, wipe it dry immediately. 
Use and store the controller only in normal temperature envi- 
ronments. Handle the controller carefully; do not drop it. Keep 
the controller away from dust and dirt, and wipe it with a damp 
cloth occasionally to keep it looking new. 

Modifying or tampering with the controller’s internal compo- 
nents can cause a malfunction and might invalidate its warran- 
ty. If your controller is not performing as it should, take it to your 
local RadioShack store for assistance. 
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Limited Ninety-Day Warranty 

This product is warranted by RadioShack against manufacturing defects in material and 
workmanship under normal use for ninety (90) days from the date of purchase from Ra- 
dioShack company-owned stores and authorized RadioShack franchisees and dealers. 
EXCEPT AS PROVIDED HEREIN, RadioShack MAKES NO EXPRESS WARRANTIES 
AND ANY IMPLIED WARRANTIES, INCLUDING THOSE OF MERCHANTABILITY AND 
FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN DURATION TO THE DU- 
RATION OF THE WRITTEN LIMITED WARRANTIES CONTAINED HEREIN. EXCEPT AS 
PROVIDED HEREIN, RadioShack SHALL HAVE NO LIABILITY OR RESPONSIBILITY 
TO CUSTOMER OR ANY OTHER PERSON OR ENTITY WITH RESPECT TO ANY LIA- 
BILITY, LOSS OR DAMAGE CAUSED DIRECTLY OR INDIRECTLY BY USE OR PER- 
FORMANCE OF THE PRODUCT OR ARISING OUT OF ANY BREACH OF THIS 
WARRANTY, INCLUDING, BUT NOT LIMITED TO, ANY DAMAGES RESULTING FROM 
INCONVENIENCE, LOSS OF TIME, DATA, PROPERTY, REVENUE, OR PROFIT OR 
ANY INDIRECT, SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES, EVEN IF 
RadioShack HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 

Some states do not allow limitations on how long an implied warranty lasts or the exclusion 
or limitation of incidental or consequential damages, so the above limitations or exclusions 
may not apply to you. 

In the event of a product defect during the warranty period, take the product and the Ra- 
dioShack sales receipt as proof of purchase date to any RadioShack store. RadioShack 
will, at its option, unless otherwise provided by law: (a) correct the defect by product repair 
without charge for parts and labor; (b) replace the product with one of the same or similar 
design; or (c) refund the purchase price. All replaced parts and products, and products on 
which a refund is made, become the property of RadioShack. New or reconditioned parts 
and products may be used in the performance of warranty service. Repaired or replaced 
parts and products are warranted for the remainder of the original warranty period. You will 
be charged for repair or replacement of the product made after the expiration of the war- 
ranty period. 

This warranty does not cover: (a) damage or failure caused by or attributable to acts of 
God, abuse, accident, misuse, improper or abnormal usage, failure to follow instructions, 
improper installation or maintenance, alteration, lightning or other incidence of excess volt- 
age or current; (b) any repairs other than those provided by a RadioShack Authorized Ser- 
vice Facility; (c) consumables such as fuses or batteries; (d) cosmetic damage; (e) 
transportation, shipping or insurance costs; or (f) costs of product removal, installation, 
set-up service adjustment or reinstallation. 

This warranty gives you specific legal rights, and you may also have other rights which 
vary from state to state. 

RadioShack Customer Relations, 200 Taylor Street, 6th Floor, Fort Worth, TX 76102 
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